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These EA CLASSICS packs include 
a second fantastic game — for FREE!*^ 
Twice the challenge and twice the fun 
for ONE GREAT PRICE! 


PC 

CD 
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thank you 

Adrian, Anne, Beanie. Ben, Brie, 
Chris, Craig. Dean, Debs, Deborah, 
Ewan, Gina, Izzy, Jenny, Kate, 
Kaitlyn, Kenny, Lenska, Luc, Macka, 
Mark. Matthew, Mike, Paul, Pip, 
Pulp, Queens of the Stone Age. 
Rachel, Robyn, Teresa, The White 
Stripes. Tom, Wilf and Yunuen. 
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read me 


Yep, you did pick up the right magazine, in case you're worried that you'd 
brought home Fashion Monthly! Inside the cover, we still care about the games 
here. This month's cover girl is one of the newest rising starlets. Jen is the sassy 
young star of Primal, a darkly gothic "Tomb Raider meets Soul Reaver' hybrid, 
exclusive to PlayStation 2 and reviewed on page 10. 

And if you're looking for something more to distract you from the war. how 
about Nintendo's long-awaited Legends of Zelda. another top-notch PC shooter 
from EA. a pair of martial arts masterpieces in Kung Fu Chaos and Shenmue II. They 
head a quartet of big new Xbox releases. And we take a look at Super Monkey Ball 
Junior and the two new PokeMon games on the GBA. 

There's a little something for everyone a whopping 35 games m total this 
issue. 

There are more prizes including another GBA SP to win. After the chaos of last 
month's email entries, we need to remind you to please read the conditions of entry. 
Sending 100 entries to our email won't help you win; in faa, you'll be disqualified 
and labelled a pest! 

Looking ahead to next month's issue, make sure you check it out. We'll be 
featuring the upcoming multi-platform release, Enter The Matrix We got to take a 
look at a preview of the Xbox version and it's left us hungry for more 


The contents of Camefreaks are copyright and may not be reproduced m whole or in part without the consent of the publishers. 
The views and opinions expressed in Camefreaks are not necessarily those of the publisher 
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news 


LIVING IN A DREAMWORLD 

Gamefreaks plays Shiny Entertainment's Enter The Matrix. 

nter The Matrix looks set to change the way we think about movie to game crossovers 
and heck, maybe even the way we think about games full stop. Shiny Entertainment, 
creators of MDK and Messiah, have pulled off one incredibly good looking title that could 
be a contender for game of the year. 

Committed to producing a game that actually does the movie justice, creators of the 
Matrix world the Wachowski brothers wrote a 60 page script and gave Shiny Entertainment 
unrestricted access to the film sets both in the US and Australia to take thousands of 
reference photos. All of the artors were filmed for motion capture sequences to give the 
characters realism, and fight choreographer for the movie Master Yuen Wo Ping wrote all 
of the in-game fight moves. Four different martial artists were suited up in marker-ball 
outfits to make sure the fighting in the game looks just like it does in the movie! 

Another important feature of the movies which has been incorporated into the game 
is the concept of Focus, similar to "Bullet Time' which allows you to slow time down to a 
crawl and take out six guards while running along a wall blasting two pistols. The game's 
massive level count of 60 will give you ample time to perfect that double overhead scissor 
kick to backwards roundhouse to roll and decapitation move you've been dreaming of 
pulling off for so long. 

The Wachowskis and Shiny Entertainment have taken great care to make the game 
experience comparable to that of its movie brethren. The game Is all about expanding 
your knowledge of the Matrix universe and trying to fill In the gaps, giving life and soul to 
new characters rather than just letting you play the old ones. While Neo and his mates will 
play a part in the game, you play one of two brand new characters; NIobe, a fiery martial 
arts specialist played by Jada Pinkett Smith, will offer a very different gaming experience 


of the Matrix and back to your ship as Niobe. 
Once back in the real world there will be the 
opportunity to drive the famous hovercraft 
through the sewers, and Interestingly a text- 
puzzle type scenario has been included which 
will see you hacking the Matrix BIOS. 

The game follows a storyline that unfolds 
parallel to that of the movie - the plot crosses 
over at points giving you a feeling of depth 
and explaining some of the movie's back story 
that without playing the game would leave 
you with some unanswered questions, while 
simultaneously giving you the feeling that you 
are actually in the movie, a feeling enhanced 
by the cinematics and special effects that have 
been so well produced. 

Due to be released simultaneously on all 
major platforms in May 15 we can look forward 
to a very exciting and playable title that could 
just make us think twice about groaning the 
next time a movie announces the game spin¬ 
off. 





Ghost helps the police with their enquiries. These incredible 
screenshots were all taken from the PS2 version 


than Ghost, who will have more of a special weapons 
focus. As you won't be able to change character part 
way through the game, playing a second time around 
with another character increases replay value. 

Much of the game will be spent inside the 
Matrix and along with the 3rd person shooter-type 
action that you may be expecting - there will be a 
large vehicle driving element to the game also. T he 
difference between characters is pronounced here, 
as your initial character choice will determine whether 
you will be hanging out the door blasting bad guys as 
Ghost or driving like a crazed maniac to get out 


Early this month, we got to 
take a look at some early code 
for the Xbox version of Enter 
The Matrix. The demo showed 
off both characters and gave 
a brief example of one of the 
games white-knuckle driving 
sequences - the fighting is like 
nothing ever seen before in a 
video game. It was easy enough 
to kill the vampire-like bad guys 
but we found that keeping them 
alive and thumping the crap out 
of them in bullet time was much 
more fun 
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There s action! There s suspense! There's no MSG!" 

— Chod 




— Brian 


Imogine o movie ujhere every scene 
IS o fight scene. Now imogine that 
movie is o video gome thot you 
don't hove to imogine becouse 
it's real and not imoginory.” 
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In a world where violence and celebrity qo hand in hand, one video game beautifully glorifies both. Kung Fu Chaos is the story of director Shao 
Ting s mad obsession to assemble top 70s martial artists — throw them onto movie sets and have them beat the duck sauce out of each other. 
With 21 big-budget locations, 8 hot-tempered actors and a cameo by a mystery master, it's never the same movie-er, game twice. 
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news 


PLAYSTATION 2 HEATS UP WINTER 

Two big blockbusters are on their way from SCENZ, just in time to take the sting out of winter. 


t"s a good time to be a 
PS2 owner with quality 
across the board, and this 
pair took to set a new standard 
in their respective genres. 

Games with a topical mi litary 
theme are not uncommon these 
days, with titles citing expert 
input and authentic equipment 
out-gunning those less 
grounded in reality. SOCOM: 
US Navy Seals is no exception, 
reproducing in painstaking and 
gritty detail the operational 
lives of these special units. 

Atmosphere and team 
tactics are further realised 
through the revolutionary 
headset supplied with the 
game. Mission information is 
constantly updated and fed 
to the player through voice 
alerts, while voice commands 
can be used to control the 
other members of the team. 
The voice recognition is good 
and supports gameplay nicely, 
though the temptation to 
yell untranslatable orders at 
comrades is almost irresistible. 

With the expert input there 
is a heavy emphasis on mission 
briefing and planning, with 
custom equipment fit-outs 
possible for all four members of 
the squad. There is always a lot 
to remember for each mission, 
but both onscreen data and 
the voice alerts provide a 
wealth of ongoing information 
and the way point system is 
effective if used properly. The 
environments and mission 
objectives ooze authenticity, 
and combined with the sense 
of immersion conveyed by the 
headset and other audio cues, 
it is easy to get lost in the action 
- even hiding behind a crate 
gets the heart racing as enemy 
footsteps echo past and a silent 
kill becomes necessary. 

Shinobi is a classic 
name from the Sega stable, 
starting out as a coin-op 
and then delighting fans on 
the underrated Dreamcast 
system. After a long hiatus the 
celebrated ninja style gameplay 
is back. 



titles 





In SOCOM Navy Seals (top), strategy 
and discipline are crucial to survival 
and success as players lead a unit of 
four through a variety of missions, 
covering a variety of gameplay from 
stealth to all out action, patient 
recon assignments to bloody 
firefights. (below) The fighting In 
Shinobi is fast and furious. Forget 
sneaking in shadows, this title is all 
about the swordplay as the ninja 
Hotsuma slices and dices with speed, 
cunning and poise 


Combat mechanics are 
stripped down to the bone 
and execute at lightning pace. 
Control response is instant, 
Hotsuma will unwind another 
elegant strike of the sword 
faster than thinking about 
it, and the body movement 
precise and accurate. For the 
old school gamer this intense 
style of twitch gaming is what 
next generation performance 
should be all about, for the 
unprepared it can be a sobering 
experience as careless handling 
of the controller leads to instant 
death, no questions asked. 

The cinematics are finely 
rendered with incredible nuance 
in facial expression and stand¬ 
out fight choreography, while 
the In-game graphics continue 
the lean mean performance 
theme. Level design is 
minimalist, heavy on repetition 
and low on decoration. The 
enemy forces, level bosses a 
notable exception, look the 
same, fight the same and die 
the same. But In a game this 
kinetic, movement and feel 
are more important than looks. 
Shinobi scores highly here, 
never stuttering or slowing 
down, consistently rendering 
each move as a fast flow of pixel 
mayhem. 

Hotsuma is a true ninja, agile 
and able to run walls at speed, 
leaping effortlessly across 
gaps and into combat. Special 
moves Include a lightning 
dash to confuse opponents, 3 
types of magic attack and the 
mysterious powers of Akujiki 
- a very hungry sword Indeed. 
Mastery of fighting techniques 
opens up the Tate' system, kill 
four opponents within a short 
time and you are rewarded 
with a mini-cinematic of their 
simultaneous destruction, and 
a boost to your Yin energy. 

Each title has a very 
different take on gameplay, 
yet both excel in their purity 
of concept and excellence of 
execution. Pick your style and 
don't look back! 
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BIG HUGE GAME GOD HAS SPOKEN! 

Gamefreaks interviews Rise of Nations creator Brian Reynolds. 


ne of the industry's most prolific and visionary game designers, is no stranger to the genre of strategy. For 
I 10 years he's cranked out hits such as Colonization, Civilization II and Alpha Centauri. PC Gamer magazine 
thus stamping their seal of approval naming him one of 25 'Came Gods'. 

In 2000 Brian founded his own development house • Big Huge Games. The first effort to be released is Rise of 
Nations, which is best described as a synthesis of Age of Empires and Civilization. Gamefreaks recently caught 
up with Brian to talk about the highly anticipated release. 



BATTLERELD CHAMP INTERVIEWED 


Gamefreaks: So you've blended turn-based warfare with real-time strategy elements - would you mind 
explaining to our readers a little more about how this works? 

BR: Td be happy to. Rise of Nations is at heart a real time game, because we think real time represents the future 
of computer strategy gaming-in a real time the multiplayer experience is much more satisfying and there are 
a lot more opportunities to provide realistic and immersive graphics. But there are already a lot of companies 
making what we call a 'Classic RTS' - based on the tried and true formula that goes back to some of the earliest 
Blizzard and Westwood games. It's a formula that's been working well, but in creating Rise of Nations we 
recognized that it's not the only possible formula, and since we think there are a lot of RTS players out there 
who've been to the Classic RTS buffet line two or three times already and are comfortably full, we expea these 
players especially will be eager to explore the new game concepts that Rise of Nations provides. 

Gamefreaks: You've been involved in the creation of a number of games - any favourites? 

BR: Aaually I've had more fun both making and playing Rise of Nations than any previous game-possibly 
because for the first time I've had the resources to make exaaly the game I most wanted to. But certainly a 
close second would go to Clv2, which had a similar feeling as the projea came together. 

Gamefreaks: Many of your games feature an epic scale and similar themes • are you interested in the history of 
warfare in particular or history in general? 

BR: History in general, which Is why, among other things, we've tried to give the economic and political side of 
Rise of Nations a little more meat than Is traditionally found in RTS games. My university degree, incidentally. Is 
In History (mostly early European, with some Asian thrown in) and Philosophy. We also had a full-time historian 
on staff for Rise of Nations and another working as a consultant. 

Gamefreaks: Do you ever find time to play online yourself and what do you play? 

BR: I do find time for computer games, though not always onllne-for instance last spring I played Dungeon 
Siege all the way through to the end in solo mode and had a great time doing it-always inspiring to look at 
Chris Taylor's interfaces. The most recent online game I've played was WarCraft 3, wherein I thought the 
matchmaking was so good It was worth the whole price of the game (but I tend to get 'rushed and crushed'). 
Back a few years ago I played lots and lots of online Age of Kings. 

Gamefreaks: When you sit down to create a game, where do you start? Do you design it primarily to please 
yourself or are you encouraged (by the publisher for example) to work towards commercial viability? Or is it 
both? 

BR: I think I've usually had the good fortune to find a conjunaion between what's commercially viable and 
what's fun for me to make and play. For me I think part of the pleasure of game development is reaching a large 
audience and feeling like I'm telling them something, so I guess making a game that lots of players will want to 
play Is just part of the process. 



"Rise of Nations is the exciting history-of-the-wortd RTS coming from Big Huge Games and Microsoft this spring. Combines the 
fast-paced excitement of real time gaming with strategic depth normally only seen in tum-basod games. Features like National 
Borders, and flank attacks make the game play like no RTS before it.** - Brian Reynolds, founder of Big Huge Games 


Battlefield 1942 is cementing 
its place as an online multi¬ 
player phenomenon. Loved by 
the hardcore while accessible 
for both novice and casual 
gamers and with story and 
atmosphere to boot, BF has 
mainstream appeal that until 
now has eluded multiplayer FPS 
titles. Robert Richardson won 
the hotly contested Battlefield 
1942 comp at Equinox this year, 
so we sought him out for a few 
words on this breakthrough 
title. 

How long have you been playing 
Battlefield 1942? 

Since it came out! (full release 
was September 02). 

How often do you play? 
Currently average 1-2 sessions 
a day, for around 1 hour at a 
time. 

Do you belong to a clan or other 
organised team play? 

Clan, 101st Airborne. 

Fav soldier/vehicle/map? 
Engineer, use repair on vehicles 
and guns, and the explosive 
packs. I like to use the tanks, 
especially with some of the 
new mods out there - Desert 
Combat!! Best map is Battle of 
the Bulge so far, but it's good to 
see new maps coming out. 

Any fav plays/tricks/stunts? 

I haven't specialised in flying so 
don't get into that much. Get in 
behind the enemy tanks, take 
them out or use them. Nothing 
too tricky-Tanks! 

Did you play any othar FPS 
before Battlefield? 

Half-life and its mods, some 
Return to Wolfenstein, but BF 
has online multiplayer. 

Anything else you'd like to say 
about Battlefield? 

Just play it! Clan matches 
with the headsets are really 
sweet, so get good and join in. 

'Reprinted courtesy of www.ea.co.nz 
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TOMB RAIDER ANGEL OF DARKNESS 

PLAYSTATION ■ INFOCRAMES 
Rtlaastd: May 

Much like with Lazarus (only hotter), Eidos have resurrected 
Lara Croft in this new installment in their series. 
The title alluding to the "'darker* edge of the game is apparent in its 
visuals. The plot seems to be Lara against the evil forces, keeping in 
tradition with previous titles. Obviously, the enhanced visuals and the 
upgrade of her physical character is sure to keep Lara-ites titillated. 
A higher level of interaction has been added so Lara's abilities evolve 
relative to how well you learn to play the game. 

The initial impression is that this game will be able to live up to the 
standards previously set by earlier releases. This will prove to be a much 
needed comeback for those of you that have missed her. 



TOAFENG: RST OF LOTUS 

XBOXaMICROSOR 
R«t«at«d: April 


This month heralds the debut 
of a new 3D fighter from the co¬ 
creator of Mortal Kombat. 

Toa Feng: Fist of Lotus 
allows players to throw 
opponents through windows, 
perform wall-jumps, swing 
from vertical poles and inflict 
gruesome, blood-spurting 
injuries on your hapless 
opponents. Yayl 

By all accounts, Toa Feng 
is looking like a spectacular 
Xbox fighter • with its two- 
fisted action, a story line and 
characters that are reportedly 
based on characters from 
Chinese mythology, we can't 
wait to see more. 



THE SIMS SUPERSTAR 

PCa EA GAMES 

May 


Super Star status is just around 
the corner for any lowly Sim 
that wants it bad enough. The 
high life beckons and wannabe 
supermodels, movie stars or 
singing sensations can track 
their progress with the new 
fame score, network using new 
social interactions or just hang 
out and soak up the luxury at 
new locations > including the 
decadent day spa. 

New features include studio 
objects with mini-games to 
earn cash and fame, luxury 
decorations for the mansion, 
and a host of NPCs to coach, 
critique and even stalk the star 
struck. Take me to Hollywood! 



DEF JAM VENDETTA 

CAMECUBEbEA GAMES 
R»l«a««d: M«y 


Wrestling fans rejoice! Developed by wrestling veterans AKI (WCW vs. 
NWO Revenge and WWF No Mercy) and featuring beats, tracks and 
legends from the Def Jam label this release looks to bring the smack 
down on PS2 • street style! 

The wrestling engine has been updated - faster, smoother and with 
a few tweaks here and there - but fans of earlier titles will feel right 
at home. Newcomers to the game will appreciate the use of analogue 
buttons and sticks to bust out grapples, holds and special moves. 
The momentum meter, health meters specific to body parts, cash for 
upgrades and unlockable items combine with a great story mode to 
provide a very satisfying game experience. 



RED FACTION 2 

PCOCBOX/GAMECUBE ■ THQ 
R*kM«d: May 


The original gave PS2 owners a 
decent shooter, but never really 
took full advantage of the Geo- 
Mod technology. Geo-Mod 
allowed players to experiment 
with extreme DIY, permanently 
altering the sprawling, multi- 
storied environment by 
blasting tunnels through solid 
rock walls. 

Red Faction 2 offers 
more boss battles, 14 kickass 
weapons, night vision goggles, 
puzzle solving and a cool 
new four player, split-screen 
mode. THQ's highly acclaimed 
series is headed for the Xbox, 
GameCube and the PC - more 
news in coming issues 



NEVERWINTER NIGHTS: SHADOWS OF UNDRENTIDE 
PCs INFOCRAMES 
R*l«M«d: May 

Neverwinter Nights has a 
huge community of dedicated 
players, fans and mod 
developers. This Is the first 
major expansion pack bringing 
a host of new spells, feats and 
new prestige character classes 
along with new tilesets and 
mod tools. 

The story takes characters 
from first level through 
Undrentide, a vast city from 
the vanished wizard nation of 
Netherll. New magic, monsters 
and challenges abound and 
options for detailed character 
development and advanced 
roleplaying have been included 
to satisfy demanding fans. 
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I ush decrepit worlds, 
™ a pounding metal 
soundtrack, demonic villains 
and an ass-kicking lead 
character in tight leather pants. 
Primal is a rollercoaster through 
hell and back and you'll want 
to hang in there for the whole 
ride. 

The focus is definitely on 
story and character, and with 
a well paced rolling narrative 
the pay-off for the player 
is entertainment plus and a 
cinematic experience that will 
sit well alongside the current 
crop of movie-inspired or 
movie-like gaming titles. 

The opening sequence 
sets things up with an ugly 
brute crashing the club scene, 
abducting our heroine's 
boyfriend and putting her in the 
hospital. From there Jen wakes 
up and the nightmare begins. 
Throughout the early stages the 
superb cut-scenes blend nicely 
with the action to fill out the 
considerable background story 
and lead players through the 
basics of exploring, combat and 
demonic shape-shifting. The 
voice acting is a stand out in 
this title and well-matched to 
the characters and interaction 
that takes place on screen. 
Although some players may 
find the delays frustrating, 
the video sequences contain 
crucial information, and are key 
to effectively unravelling the 
plot and driving towards each 
chapter's conclusion. None of 
the video sequences drag on 
too long, and the integration 
with gameplay is some of the 
best we've seen. 

Character movement is 
fluid and the gameplay is 
creamy smooth. Jennifer Tate 
is a well realised character and 
communicates expressively 
through facial and body 
animations. The game is tied 
Into her journey of discovery, 
and each new event changes 



UK-based Studio Cambridge has delivered an incredibly slick package that neatly 
incorporates state of the art features into this third person action/adventure 


what she can do and how she 
looks doing it. As such she 
carries a heavy load, including 
the bulk of the combat duties, 
and the obvious time and love 
invested in the character by 
SCEE's Studio Cambridge 
makes the game hard to put 
down - there Is always the 
compulsion to uncover the next 
secret, beat up the next bad 
guy and solve another problem 
for Jen. 

Combat in the game starts 
out with a few leisurely hand- 
to-hand romps and builds the 
melee theme as Jen's power 
Increases. Stringing together 
combos isn't super-tech, 
relying on sweet timing of 


the left/right attack buttons 
and the timely use of special 
moves to dispatch multiple 
opponents. The buttons are 
pressure sensitive, which gives 
great feel when lashing out, 
and combos are automatically 
selected by context. It is 
tempting to mash frantically, 
especially when confronted by 
angry crowds of demons, but a 
more agile approach to combat 
better exploits Jen's strengths. 
Going toe-to-toe with a demon 
soon loses its effectiveness as 
they are slow to grind down and 
you are open to other attacks. 
Fast kills can be achieved by 
dodging past defences and 
running behind opponents to 
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land heavy blows. Feedback 
from the PS2 controller 
is excellent and intuitive, 
meaning hard fought battles 
and exhilarating viaories soon 
become second nature. 

Health management is 
an important aspect to the 
game and a primary point of 
interaction between the two 
main characters. Jen fights and 
Scree, her gargoyle companion, 
collects healing energy and 
chimes in with explorer/ 
gatherer skills. To keep Jen In 
fighting trim energy must be 
gathered but with the compact, 
story-focussed level design 
exploring Isn't a chore and the 
barrel-bashing never threatens 
to turn It Into a platform game. 

Combined with great 
visual design and the overall 


attention to detail we've come 
to expea from a PS2 title the 
game brings the atmosphere, 
charaaer and story together 
beautifully. Soundtrack, game 
mechanics and the excellent 
graphics engine all provide 
top-notch support for the 
main charaaer, and make it 
easy to lose yourself in the 
story. The developers have 
done a great job balancing 
the rich environment with 
an elegant control system, 
making the game accessible 
for younger and novice gamers, 
while keeping the challenge 
and playability for harder 
edged fans. Primal is great 
entertainment and a wicked 
way to explore your Inner 
demon. 


The games many puzzles are well integrated into the main story and there is some 
nice variation in gameplay associated with classic end of level bosses 
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After going for days without food or sleep, there still wasn't a clear v^nner in the 
annual "Who wants to win a PlayStation 2 sign?" competition 
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LEGENDS OF ZELDA THE WIND WAKER 
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Expect to get between 40-50 
hours of gamepiay from this puppy 
de|>ending on your desire for 
exploration 


/\ fter a dormant three 
" ^ years, Zelda fans are 
presented with a brand 
new adventure. To say that 
Legends of Zelda: The 
Wind Waker has been 
highly anticipated is an 
understatement. The 

title pre sold 560,000 copies 
in North America two weeks 
prior to launch date according 
to Nintendo. 

For the past year gamers 
and the game press have 
debated the game's new 
toon-like appearance. 

Even Nintendo's leading 
game guru, Shigeru Miyamoto 
(Donkey Kong, The Mario 
series) caught some heat over 
the issue. Considering his near 
legend status, the criticism is 
almost blasphemous. 

While cel-shading is en 
vogue it hasn't come into its 
prime until now. The way this 
type of animation translates 
to Legends is almost mind- 
boggling from the moment you 
fire up the game. 

But you die hard Zelda fans 
need not worry, once you've 
stopped drooling, you can still 
enjoy the traditional aspects 
that made you fall in love in 
the first place. The across- 
the-generations appeal of this 
game gives it a charm, much 
like that of the game's reluctant 
protagonist. Link. 

Speaking of Link, as you 
assume his character you'll 
discover townships while 
you interact with the game's 
many non-playable characters 
(NPCs). 

In Zelda's 3D world, 
combat is still focused on 
trigger-targeting. Link 

can attack in several ways. 
His young self is able to 
unload a barrage of fight 
tactics that include thrusts, 
wild slashes, ranged combat 
and a fairly decent counter 
attack. 



For the past year gamers and the game press have debated the game's new toon 
like appearance - but as these screens show, there was never any need to worry 


Like the two N64 Zelda 
titles, this game takes its handle 
from a magic object. The Wind 
Waker is a tool that allows the 
player to manipulate the wind. 
Should have been obvious right? 
This tool comes in handy 
considering you'll have 
to do a fair bit of island¬ 
hopping on a tiny yacht. 
Even when you do finish 
there's still that shiny, free 
bonus disc that accompanies 
the game containing 
the full version of the N64 


classic, Zelda: Ocarina of 
Time. But wait, there's 
more. On top of that freebie 
you also get another previously 
unreleased version of the same 
game (the free set of steak 
knives are by request only). 

Nintendo have another 
winner on their hands, even 
if it does look like a Saturday 
morning cartoon. 

If you own a GameCube, you 
should get this without delay. 
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DELTA FORCE BLACK HAWK DOWN 
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n a political climate 
where war permeates 
our every waking moment. 
Delta Force: Black Hawk Down 
revisits another bitter conflict. 
The game is set in the Somali 
capital of Mogadishu against 
a backdrop of a series of 
bloody street battles pitting 
US Army Rangers against 
Somali militia. Part of what 
people liked so much about 
Ridley Scott's film was that 
it portrayed the chaos and 
sheer panic of modern 
conflia in such an accurate 
light. Delta Force: Black 
Hawk Down manages 
to mirror that same frenetic war 
environment. The gameplay 
itself is a pretty straightforward 
mixture of fire fights, waypoints 
and watching your six. 
The single-player missions 
provide a good variety of 
combat scenarios that place 
you in varying conditions 
at different times of day with 
either Al or online allies. 

From the side door of 
the chopper the action is 
full-on. The constant threat 
of RPGs has you targeting 
ground units that return fire 
with equal fervour. Only 
historically accurate weapons 
have been included and 
there are a lot of them. 
The selections start with 
simple pistols and grenades. 





The mammoth outdoor environments really allow for full immersion in a way that no other FPS (except 
for maybe Battlefield 1942- another from EA's stable) has been able to do - keep a look out for 'skinnies with RPGs* 


You also get the requisite 
assault rifles, machine 
guns, sniper rifles and 
anti-tank weaponry. 

As if the sheer joy of 
firing a mini-gun from the 
chopper wasn't enough, 
you can also fire from fixed 
machine guns mounted on your 
Humvee or Jeep. 

In the battle there were 
hundreds of armed militia but 
obviously due to hardware 
constraints they can't all be 
onscreen at once. However 
you can still get your rocks 
off while shooting at the 
numerous hostiles but be 


sure to reign in your trigger 
finger as the strict policy 
on "Collateral Damage" 
is in force. Shooting 
indiscriminately will only serve 
to end your mission. 

Unlike previous Delta Force 
games that were somewhat 
soft graphically, this release 
features richly detailed 
environments. There's a 
hell of a lot to take in, even 
during a fire fight. The 
levels are literally crammed 
with targets, buildings 
and vehicles. The vehicles 
include tanks, jeeps, boats 
- you name it. However, unlike 
Battlefield 1942 you can't 


man any of these vehicles. 
Despite the fact that this 
game was built using the 
Comanche 4 engine you can't 
pilot helicopters either. 

This is a seemingly more 
hearty FPS. With its gritty 
realism, newly polished 
graphics engine and the 
likelihood of multiplayer 
capability. Black Hawk Down 
is shaping up to be a first-class 
shooter. For the console loyal, 
you can expect a PS2 and Xbox 
version sometime in the not- 
too-distant future. 
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MIDNIGHT CLUB II 

"^tFORM: PS2/XB0X ■ PUBLISHER: TAKE 2 INTERACTIVE ■ DEVELOPER; ROCKSTAR GAMES ■ RELEASE; APRIL 16 



kay. Eurostyle your 
mind because zooming 
your way is Midnight Club II. 
Complete with strobes this 
game is the sequel to one of the 
earliest PS2 launch titles. 

The game's main character, 
Rockstar San Diego, again 
speeds you around the vastly 
alluring world of underground 
street-racing. For those of you 
that pitched-a-tent over the 
film The Fast and the Furious, 
this game can help soothe your 
need for speed without you 
running the risk of being carted 
off in a paddy wagon. 

One thing to note in this 
release is the smarter Al. 
Basically, your opponents 
will look to your driving and 
adjust accordingly, creating 
a more challenging and more 
interactive gaming experience. 

The game's backdrop is a 
combo of many of the world's 
big cities with some artistic 
liberties being taken of course. 
The lighting and graphic 
rendering will prove to be a lot 
sharper in this version than the 
previous. 

The story-line is a lot like 
the aforementioned movie, 
prove yourself to the main 
head honcho, Moses and you 
advance. Your interactions 
with the 22 characters will all 
be different some will share 
techniques, with others you'll 
get their rides once you beat 
them. Speaking of rides, in 


this game you'll get 28 to 
choose from Including three 
motorcycles. 

As far as the action and 
pace goes there's much to like. 
You'll certainly get a rush flying 
off of the many ramps through 
the courses and trying to best 
the other opponents. But don't 
get careless the cars take on 
damage easily and your 
recovery time Increases the 
more your car is messed up. 

You have friends? Great, 
round 'em up and brush up on 
your smack talk while zipping 
around in split-screen multi¬ 
player mode. 

This game is certainly 
geared for those of you that 
are into instant gratification. 
And hey, if all of us were 
honest we'd admit it too. The 
fast-paced action will have you 
drawing parallels to the movie 
so this is your chance to be Vin 
for a few hours. Because really, 
no one wanted to be the goofy 
blond kid. 

So bump your bass, inhale 
nitro (ok not that) and wait 
for the buxom girlies to flock 
around you and your console. 
Go Speed Racer! 






Midnight Oub M's backdrop is a combo of many of the world's big cities with some artistic liberties being taken of course. The 
lighting and graphic rendering will prove to be a lot sharper in this version than we saw in the original 
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KUNG FU CHAOS 


PUTFORM-.XBOX ■ PUBLISHER:MICROSOFT» DEVELOPER; JUST ADD MONSTERS ■ RELEASE: OUT NOW 






Hilarious characters aside, Kung 
Fu Q^aos is a high class beat 'em 
up, complete with mini-games and 
multi-player madness 


I n this side-splitting parody of Kung Fu films, publishers Microsoft 

-1 Games Studios and developers Just Add Monsters pay tribute to 

the martial arts stars of the 70s. 

Kung Fu Chaos Is a rip-roaring 3D beat 'em up with a wicked sense 
of humour. The game commences with action-loving auteur Shoa Ting 
creating what will be the greatest martial arts movie since Crouching 
Tiger Hidden Dragon. 

Play begins by choosing from one of eight madcap Hong Kong stars 
and then unlocking over 25 scenes - each level is a parody of a film and 
named appropriately. There's "Legend of the Drunken Bastard", "Fry 
Hard", "The Good, The Bad and the Ugly Princess" and on and on it 
goes. 

Fighting is simple to pick up. There are one, two and three-hit 
combos as well as the all-important taunts. And there are plenty of ways 
to play - completing the Ninja Challenge levels unlocks all the scenes 
in the game. Battle Game and Championship are set up specifically for 
multiplayer action with up to four players onscreen at once. Freestyle, 
Mini-series and Rehearsal round off the various game modes. 

There are some wonderfully clever touches - the grainy, speckled 
appearance of the game mirrors the tatty look of old school Bruce Lee 
and Sonny Chiba matinee films. The music has been cleverly thought out 
as well: Included are Bus Stop's "Kung Fu Fighting" and the theme from 
Enter the Dragon. 

With its trash talking, action packed brawls and hilarious characters; 
Kung Fu Chaos is a breath of fresh air. 


SHENMUE2 



I PLATFORM:XBOX« PUBUSHER:MICROSOFT« DEVELOPER: SEGA» RELEASE: OUT NOW 




For whatever reasons a sequel was 
never released outside of Japan so 
Shenmue fans missed out, until now 


P art RPG, part 3D beat 'em up and loaded with mini-games, 
J —1 Shenmue was one of Sega's primary Dreamcast releases back in 
1999. 

The original Shenmue introduced young martial artist Ryo 
Hazuki. A young Bruce Lee-type who you guided through an 
enormous and incredibly lifelike 3D rebuild of Japan circa 1987. 
Players got to grow with Ryo, discovering new fighting moves while 
interacting with a huge cast of characters. The Journey ended with 
an epic brawl where Ryo takes on 80 crooks with his bare hands. 
Shenmue wasn't perfect by any means. For example, the voice 
aaing for the English version was dreadful but somehow all 
was forgiven once you got to unleash that Sega-style kung fu. 
Shenmue II kicks off with Ryo arriving in Hong Kong in pursuit of his 
father's murderer, the mysterious Lan Di. Fresh off the boat, Ryo Is 
mugged and loses all his money and from there, this epic saga unfolds. 

The game is a deteaive story, Hong Kong aaion movie 
and coming-of-age drama all rolled Into one. Shenmue 
II manages to balance these features remarkably well. 

The pace of Shenmue II is the only concern. The story is huge and 
will move too slowly for many gamers with the occasional long gap In 
between brawls and Ryo constantly having to retrace his steps. That 
being said, we would still recommend this to Xbox owners looking for a 
story with some meat on its bones. 
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WAR OF THE MONSTERS 


PLATFORM:PLAYSTATION 2 ■ PUBLISHERrSCEl ■ DEVELOPER: REUC" RELEASE: APRIL 17 




Pesky movie monsters! Holding up 
traffic and throwing around fire 
trucks! Not to mention destroying 
the cities and military installations 
> where ever they go its bad news! 


ar of the Monsters is a very cool take on the 3D arena combat 
genre. From the developers of Twisted Metal Black, the polish 
and playability is right there from the start. The visuals have a satisfying 
retro tweak, and the game as a whole plays homage to the great monster 
battles of yesteryear. The monsters themselves are not exact copies, but 
clearly inspired by famous fiends, and the unique design and range of 
abilities doled out to the gruesome specimens keeps the game balanced 
in the single*player adventure and multiplayer action. 

Combat involves mastering both the monster and the environment. 
Fighting moves based around a couple of attack options, and combos 
can be strung together with devastating results. Throws do big damage 
and it is incredibly satisfying to hoist a giant robot and hurl him 
through a building then use the wreckage as a club to pound home an 
advantage, or to pick up handy cars and trucks to pelt an opponent into 
submission. 

Buildings are there to be climbed or destroyed, and each arena 
provides a variety of challenges and options in fight styles. Learning 
to use the items and work around health and power-up spawn points 
takes things to the next level tactically. Multiplayer fights can be very 
demanding, especially against a human opponent who can work the 
moves, and the ingenious split screen mode - which goes full screen 
when both players are close enough - makes this a great party game. 
Go the Monsters! 



THE SIMS 
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Long nights of partying, days spent 
recovering in the hot-tub - even for 
Sims, it's fun to be a superstar! 


or those of you rubbing your controller calloused hands together 
in anticipation of this enormously popular PC game franchise 
known as the Sims, your wait will soon be over. This top selling PC series 
of all time was recently released on PS2 and versions for GameCube and 
Xbox are soon to follow. 

Developers Maxis went to great lengths to ensure that the necessary 
alterations suited the needs of console gamers without detracting from 
the best elements that made the PC counterpart so insanely popular. 

The Cube and Xbox versions feature all the same content as the PS2 
game with some technical upgrades. The GameCube edition features 
enhanced textures, lighting, hi-res loading and neighbourhood screens 
as well as a more finely-tuned user interface (Ul). 

Thanks to the game's use of the hard drive, the 
Xbox version offers an improved save system and 
visuals that have set many Xbox games apart from the other consoles. 

Apart from the traditionally dry sense of humour that seems to be a 
staple in all Maxis games, there is a voyeuristic appeal with this title that 
keeps you engaged. 

Getting the chance to live vicariously through your Sims doesn't 
mean it's ail a fantasy. You have to work, make friends (sometimes 
enemies), fall in love, get married and even die. The two-player game 
allows for more of a challenge as if keeping a virtual household budget 
wasn't challenge enough. 

The GameCube and Xbox versions are shaping up to be at least on 
par with the excellent PS2 port, only with better visuals. 
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RESIDENT EVIL ZERO 
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Some zombies just won't take no 
for an answer. Resident Evil Zero 
raises the bar in Capcom's long 
running series • play this one with 
the lights on 


F ilnfinfiaker George Romero's Night of the Living Dead put flesh- 

_ eating zombies on the map. Now, over thirty years later, Capcom 

are still scaring the pants off people with nightmarish images of walking 
dead who dine on freshly picked brainnnnnnsssssss. 

Since Resident Evil debuted on the original PlayStation, there have 
been a stack of blood-soaked spin-offs and frightening follow-ups. 
We've seen Resident Evil (remade for the Cube last year). Resident Evil 
the Directors Cut, Resident Evil 2, Resident Evil 3: Nemesis, Resident 
Evil Survivor and Resident Evil Codename Veronica! 

As the name would suggest. Resident Evil Zero is the prequel to 
all this horror, taking us back one day before the grisly events at the 
mansion outside Raccoon City. Interestingly enough this was originally 
slated for released on the N64. However, because of the limitations 
of the aging systems processor, Capcom and Nintendo agreed to 
shelve the project until Nintendo launched a next-generation console. 

It's no big surprise that there are two playable characters but 
in Resident Evil Zero you can play as both at the same time. (The 
characters in this case being Rebecca, Bravo team's resident 
rookie and Billy Coen, an escaped convict on his way the elearic chair.) 

If you remember the original game, you'll remember finding 
the remains of BRAVO team, an elite six member Special 
Tactics Squad sent to investigate a bizarre series of murders. 

Resident Evil Zero has the distinct honour of being the first game in 
Capcom's long-running "survival horror" series specifically designed for 
a Nintendo console and it's the best in the series so far. 





V-RALLY 3 




The fantastic Job done on the 
handling and the in-game special 
effects allows V-Rally 3 to have its 
own unique identity on the Xbox 


he original V-Rally debuted on PlayStation way back in 1997 
sparking an ongoing love affair between console gamers and all 
things rally. A love affair that was especially true here In New Zealand. 

Following the flood of dreary Gran Turismo clones during the late 
90s, Rally gaming took off -even though the early games required 
Jedi-llke reflexes, it felt good to be pushing the very limits of control. 

Since V-Rally we've seen the Colin McRae and WRC series 
flourish, alongside Rally Championship, RalliSport Challenge and 
countless others cashing in on the popularity of this sub-genre. 

Through all this, V-Rally has endured. It's always been near the 
top of the ladder and few would argue that V-Rally 3 (already 
available on the PlayStation 2) was the best installment yet. 

Now V-Rally 3 Is being released for the Xbox. However, rather 
than produce a customary port, publishers Atari and Infogrames 
sent their development team back into the studio. Keen to take 
advantage of the Xbox's unique capabilities, Eden Studios did a 
complete overhaul on the games handling as well as the overall look. 
Single and multiplayer versions ofTime Attack and Challenge modes are 
included. Also included is the all-new V-Rally mode, where gamers can 
enter what is essentially a rallying RPG and live the life of a professional 
rally driver. You can plan their careers, earn offers from sponsors and 
race your way to the top of both the 1.6 and the 2.0 litre divisions. 

Despite all the tough competition, V-Rally 3 appears to be a genuine 
contender for the Xbox rally crown. 
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1503 AD NEW WORLD 


PLATFORM:PC ■ PUBUSHERrEA GAMES ■ DEVELOPER: SUNFLOWER ■ RELEASE: OUT NOW 




Forge your very own empire with 
1503 AD, which features over 340 
different buildings to construct 


503 AD: The New World, released last month, is likely to become 
an addiction for those that favour the Sim/Strategy genre. This 
game absorbs and blends the best aspects from a number of leading 
strategy games creating a richly rewarding hybrid that has both the 
action of real-time strategy and the depth of empire building. 

The New World looked to predecessors such as Civilization, 
Pharaoh, Caesar and The Settlers. Even games like WarCraft and Age of 
Mythology have influenced developers Sunflower. 

Visually this game is very appealing as the graphics are wonderfully 
detailed. The Zoom In/Out capability allows you to be the voyeur you 
always wanted to be. Zoom in to watch the Disney-esque action of 
animals scurrying about. Zoom out and get a panoramic view of your 
city as you watch the goings-on such as ships sailing in and out of port 
while the streets bustle with it's populous. 

The game offers a combination of discovery, micromanagement 
and for those of you that still need to feed the aggressor 
within, you will also get the opportunity to kick ass once in 
a while. What more could you need? All the single-player 
missions are essentially open-ended maps that vary in difficulty. 
Interestingly, the Al adjusts to you and how you play the game. For 
example, if you neglect the military aspect of the game to focus on trade 
or city building, the Al neighbour won't bother creating troops either. 

In a nutshell, this game provides "wanting to play God" gamers with 
a well-rounded, ego-soothing, foray into the world of Sim/Strategy. 




SUPER MONKEY BALL JUNIOR 

I PLATFORM: CBA ■ PUBLiSHER:INFOGRAMESa DEVELOPER: SEGAa RELEASE: OUT NOW 




ure, we're not blasting them off into space anymore, but 
Monkeys are still pioneers - at least in the wonderful world 
of video gaming. Look at Donkey Kong for example or Ape Escape 
-both revolutionary games in their own right. Then there's Sega's 
2001 Gamecube classic Super Monkey Ball. Anyone who experienced 
that title will not have forgotten just how much fun or how addictive 
it was, nor can one forget the quartet of sweet simian stars. 

AiAi, MeeMee, Baby and GonGon (the world's cutest primates) 
are all back in Super Monkey Bail Jr, the Game Boy Advance port 
of the GameCube version. Here at Gamefreaks we couldn't be 
more pleased. Not just because the world needs more games 
with monkeys in them, but because Sega have done such an 
extraordinary job of recreating this game for Nintendo's handheld. 

Normally the concept of a Monkey trapped inside a glass ball would 
provoke hurried calls to the SPCA, however. In the madcap world 
of Super Monkey Ball Junior, it's the catalyst for hours of gameplay 
to fall in love with. Speaking of love, there's a lot packed into this 
tiny cartridge; the main game Is 60 levels (ten for beginners, twenty 
advanced, and thirty expert) and there are nine additional levels 
to unlock as a reward by performing well on the standard levels. 

Using custom-developed software rendering techniques. Super 
Monkey Ball Junior features fully 3D worlds, complete with the wildly 
vivid colour and wacky levels which Super Monkey Ball is known for. 
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How does a glass-encased chimp eat 
a banana? You'll have to play Super 
Monkey Ball Junior to find out! 
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POKEMON RUBY & SAPPHIRE 
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This is huge year for New 
Zealand Pokemon fanatics. 
Coming into the fifth season 
of the TV series and the 
impending release of the fourth 
installment of the big screen 
counterpart, Pokemoners will 
definitely be satiated 


his long-awaited addition to the Pokemon franchise is 
a tribute to the popular Pokemon Red and Blue series. 
Let out of the gate in Japan in November of last year 

it shipped one million units in the first week and 

ended up being the best selling title of 2002 despite the end of year 
release. 

The game takes place in Houen, a new island in the 

Pokemon world. The Island houses 16 different towns 
and a total of nine Gym leaders (the Mossdeep city Gym 
has 2 leaders). Depending on the version you play, you will 

face a different team of baddies. In Ruby you are faced 
with Team Magma and in Sapphire you have Team Aqua. 
You also have new boy and girl trainers. With the 
inclusion of a "Pokemon Contest' you are able to rate 

the Pokemon on cuteness, coolness, beauty, intelligence and 
toughness. 

135 new Pokemon have been added to bring the wondrous 
total of known Pokemon to 386. 'Cotta Catch 'Em AIM' Indeed. 
Each has a number specifically designed to entice the battle and trading 
aspects of the game. There is approximately 30-40 hours of gameplay 
for the main quest and many other sub-quests to contend with. 
The introduaion of 'tag-team' type battles allows for endless gaming. 

Visually, these two are the most appealing out of the series and is a 
must-own for GBA fanatics. The music has been engineered to enhance 
the gameplay, even allowing for some nostalgia bringing back tunes 
reminiscent of many loved 16-bit classics. 

As far as integration of previous versions of the 
game you're out of luck. These new games will only 
play on GBA and GBA SP. 



GiCSi ILL^ CflNCa 


4 


lkOO 7 »l 0 aP 
HUD FISH POKMI 
HT I’M” 

MT mu. 


I In «Niter, HUOkIP breathes using the 
igiDs on its cheeks. 

Hlf it is faced with a tight situation in I 



thB apicisaga conttniBSl 


Alchemy - or so ancient legend has it - wrought the base eluents 
of humanity intollrivinQ civilizations. But after alchemy's unbridled 
power began corrupting the hearts and minds of men. four elemental 
lighthouses were builtjto^aaal it awe^l 

In the first Golden Sun, two members of the Mars clan, Saturos and 
Menardi, succeeded in lighting two of the lighthouses before being 
defeated by a brave group of warriors led by Isaac. In Golden Sun; 
The Lost World, a new party seeKs to light the last two lighthousiS. 
Will their efforts bring forth golden age - or the destruction 

of the world? 

Camelot's majestic epic tells of brave adventurers, alchemy and 
mystical powers is back on the Game Boy Advance! 




Goidwi Sun: The Lost Age 
delivers well over 40 hours of 
rock-solid gameplay in an epic 
that spans seven continents! 
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OUT THIS MONTH... 



NBA2K3 

PS2/XBOX ■ SEGA 

Super smooth player animation and 
authentic character modelling are just 
two of the standout features in Sega's 
NBA 2K3. With a multi-tap attachment, 
up to 8 players can battle it out on court 
showing off all new dunks and power 
moves. 



VEXX 

XBOX ■ ACCLAIM 

As Vexx, you must defeat all evildoers 
and restore peace and harmony to 
the world. This is a fairly typical RPG 
although the visuals (aided by the power 
of the Xbox) are anything but ordinary. 
Endless hours of exploration, battles and 
adventure av^it! 



WORLD OF OUTUWS SPRINT CARS 

PSX ■ TAKE2 INTERACTIVE 

Here's something a little different for 
PC race fans. World of Outlaws Sprint 
Cars features 12 real tracks, spectacular 
collisions and damage physics, online 
battles with up to 10 players, jaw- 
dropping visuals and roaring engine 
sounds. Here's mud in your eye! 



HOUSE OF THE DEAD 3 

XBOXaINFOCRAMES 

Everyone knows that the best way to 
stop a flesh-eating zombie is to blow its 
head off. And with that in mind. House 
of the Dead III comes with a new shotgun 
feature that allows you to spread the 
carnage over a far wider area. 



SONIC ADVANCE 2 

GBA ■ INFOCRAMES 

Join Sonic and friends to battle the evil 
Dr. Eggman to foil his plans for world 
domination. Link-up options allow for 
up to four players. With mini-games 
galore and a brand new character. Sonic 2 
Advance is the ultimate portable gaming 
experience. 



GRAND PRIX CHALLENGE 

PS2B INFOCRAMES 

This new FI racer for the PS2 lets you 
tweak not only your cars, but also the 
Al capabilities, allowing casual gamers 
and FI novices to experience the thrill of 
Formula 1. The Al even adjusts during a 
race to counter your tactics. 



WORLD RACING 

XBOX ■ TDK 

Featuring music from Ministry of 
Sound, this new Xbox racer features 
over 100 lengthy tracks, in countries all 
over the world. With around SO missions, 
over a 100 cars, and a 4-player quad split 
screen, there's a lot of game here. 



INDIANA JONES & THE EMPERORS TOMB 

pch ea games 

As Indy, you travel initially to 1935 
China in search of a magical artefaa. 
Armed with your pistol and trusty bull 
whip, you'll battle a bevy of bad guys 
(including obligatory Nazis) to discover 
the treasures of the Emperor's Tomb. 



NFL 2K3 

PS2/XBOX ■ INFOCRAMES 

Sega are throwing down the gauntlet 
to EA Sports with highly touted sports 
titles of their ovm. Awesome realism and 
an all-new franchise mode lets you take 
control of your favourite team and win all 
the way to the superbowl. 
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TENCHU WRATH OF HEAVEN 

PLAYSTATION 2 ■ ROADSHOW 

Set in 16th century Japan, this latest 
in the Tenchu series lets you take on an 
entire army of ninja. Featuring over 25 
missions that can be played in single 
player, or cooperatively using the new 
split screen option, this classic series 
returns. 



DAKAR 2 

PLAYSTATION 2 ■ ACCLAIM 

The famous race from Paris to Dakar 
covers over 6000km and in this game; 
there are 12 vast sections for players to 
race filly licensed cars, trucks and even 
bikes, often using GPS technology to 
navigate across the open desert. 



VIRTUA TENNIS 

CBA ■ SEGA 

Ten of the world's top tennis stars, 
including Serena and Venus Williams, 
star in this handheld version of Sega's hit 
series. Players can link up to four players, 
competing in doubles or mixed doubles, 
on a variety of court surfaces. 





















competitions 


COMPETITIONS 



GAME BOY ADVANCE SP 

After the incredible response 
to last month's competition, 
we have another Game Boy 
Advance SP to give away! 
Answer the following to be in 
the draw to win. 

'What does CBA stand for?' 

a) 'Great big ape' 

b) 'Good batting average' 

c) 'Game Boy Advance" 



PRIMAL 

SCENZ have kindly provided 3 
copies of Primal (this month's 
cover game) to win. Just answer 
the following question to be in 
the draw. 

'Who is the leading lady in 
Primal?" 

a) "Jen' 

b) 'Jane" 

c) 'SusanT 



ROBOTECH BATTLECRY 

We have 2 Robotech packs to 
give away. Each has a copy of 
the game, t-shirt, dog tags 
etc and we have one for Xbox 
and one for PS2. Answer the 
following to go in the draw. 

"Which of the following was a 
famous Star Wars robot" 

a) '•R2-D2" 

b) 'DOT 
C)"IRD17" 



UNREAL II THE AWAKENING 

We have a copy of Unreal II 
plus 5 Unreal II t-shirts as 
conciliation prizes. Just answer 
the following to be in the draw 
to win. 

"What type of game is Unreal II 
The Awakening?" 

a) "Puzzle-solving*’ 

b) "RPC** 

c) "Rrst-porson shooting" 


HOW TO ENTER 

Write your name, phone number and contact details on the back of the envelope, list the prize you're after and you will need to include the correct answer. 
All correct entries immediately go Into the draw to win. All winners for this month's competitions will be notified May 6,2003. 

Send to: Gamefreaks G)mpetition, PO Box 68211, Newton. Auckland or email: competitionsigitenthplanet.co.nz (Maximum 3 entries if you're entering by email) 




These new Pok6mon adventures on Game Boy Advance & Game 
Boy Advance SP are the biggest Pok^mon experiences so far! 

Features brand nw settings, boy & girl trainers and never before 
two- Pok6mon vs. two-Pokemon battles! 

135 New Pokemon have beentdded bringing the total known 
Pok6mon to 386! , 
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PlayStation 2 

THE SIR ' NGE PLRCE THE C< URRGE PLRCE THE THIRD PLRCE 
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